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ABSTRACT
Students’ early exposure to the fundamentals of business and Information and Communications 
Technologies (ICT), creation of a professional skill base, as well as, the gaining of practical experience 
in applying such knowledge and skills, are the determinants of success in their study and development 
as Information Systems (IS) professionals. This chapter argues that e-simulations, or computer-based 
and online simulations, can be effectively used to engage learners in interactive learning activities and 
provide them with real world practical experience in the safety of an educational setting. A research 
project is subsequently described. A suite of e-simulations were developed and deployed across two 
institutions to support teaching and learning of Information Systems. Using staff discussions and online 
surveys, quantitative and qualitative data were collected from the staff and students. The collected data 
were then analysed to evaluate and guide a sequence of curriculum and technology changes with a view 
to arriving at an optimum support model for students and teachers using the e-simulations. The findings 
of the study emphasise the usefulness of e-simulations to accommodate the learning styles of genera-
tion Y students, to stimulate their interest and creative thinking, and in meeting industry expectations 
of IS graduates’ ability to fulfil professional roles. Based on these insights, in its concluding remarks, 
the chapter outlines a conceptual framework for the inclusion of e-simulations in Information Systems 
curriculum development and teaching delivery.
DOI: 10.4018/978-1-61350-189-4.ch011
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INTRODUCTION
Information Systems academics face a number 
of challenges in providing relevant and effective 
education to meet various demands and expecta-
tions from modern organisations as well as the 
newer generation Y of learners. The challenges 
include: curriculum development that provides the 
students with the Business Analysis (BA) body 
of knowledge required by the industry; providing 
hands-on experiences that can enable students 
to apply theory to practice in solving real world 
problems, thus improving their ability to work as 
business analysts; and, teaching methods that are 
effective with generation Y students (our young-
est entrants into the university system). All these 
challenges need to be met within the confines 
of a modern university system, with its social, 
financial, and time-space constraints.
The Information Systems professional as-
sociation in Australia – the Australian Com-
puter Society (ACS) - defines the core body of 
Information and Communications Technology 
(ICT) knowledge including components such as 
Technology Building, Technology Resources, 
Service Management, Outcome Management, ICT 
Problems Solving and Professional Knowledge 
(Gregor, von Konsky, Hart, & Wilson, 2008). 
Universities and professional associations pro-
viding ICT courses often use this core body of 
knowledge in the development and assessment 
(for accreditation) of their ICT curriculum. A 
large part of the ICT curriculum recommended 
for the Information Systems (IS) sub-discipline 
intersects technology and business topics, and 
relies on gaining professional knowledge and 
skills, such as Ethics, Professionalism, Teamwork, 
Interpersonal communication, Societal and Legal 
issues, as well as, History and Status of discipline. 
According to surveys (such as Kim, Shim, & Yoon, 
1999; Lee, 2004) into expectations of employers 
and employees in relation to the demands of IS 
jobs, students need to develop abilities to grasp 
complex inter-disciplinary concepts, gain fluency 
in using information technology, acquire insight 
into modern business needs, and sensitivity to 
personal, social, and cultural issues.
Students’ early exposure to the fundamentals 
of business and ICT, creation of a professional 
skill base, as well as, gaining practical experi-
ence in applying this knowledge and skills, are 
the determinants of success in their study and 
development as IS professionals. While such an 
exposure to a real world workplace environment 
would be desirable, it is often difficult to conduct 
in terms of cost, resources, risk management and 
availability of practitioners, and organisations 
willing to participate (Nguyen & Cybulski, 2008). 
E-simulations, or computer-based and online 
simulations can, however, be used to provide 
learners with some of the real world experiences 
while overcoming difficulties commonly faced by 
IS educators. Experiential e-simulations (Gredler, 
1996) are especially valuable for IS education as 
they emphasise gaining practical experience and 
application of professional knowledge and skills 
in the safety of educational settings. Experiential 
e-simulations allow learners to take on an active 
role in the e-simulation, engage in the simulated 
practice and perform tasks associated with their 
professional role, participate in decision-making, 
thus controlling pathways through the simulation 
scenarios, and consequently influencing learning 
outcomes through their own actions and engage-
ment (Cybulski, Parker, & Segrave, 2006).
Student-centred learning is an education 
approach that is based on, and influenced by, 
various educational theories primarily including 
constructivist, experiential learning (Piaget, 1950; 
Vygotsky, 1978), and individual development 
and interpersonal relationship in the facilita-
tion of learning (Rogers, 2002). Learning with 
e-simulations is useful in directly providing ex-
periential learning, and as has been found in this 
project (Cybulski, et al., 2006). Not only does it 
recognise student’s learning needs, characteris-
tics, and learning styles, but it also focuses on 
the facilitation and engagement of the student 
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in learning as opposed to the focus being on the 
teacher perspective and the teaching instruction.
An emerging challenge to Australian tertiary 
education is the arrival of generation Y students 
(Choy & Delahaye, 2007). Generation Y (i.e. 
Gen Y) refers to the generation of young people 
who were born in the 1980s and early 1990s. The 
environment in which this generation has grown 
up has been characterised by stable economic 
growth and the rapid adoption of information 
communication technology over the last two 
decades (Choy & Delahaye, 2007). Growing up 
with economic prosperity, Gen Y students tend to 
have high demands for, and expectations from, 
education services. Learning styles of Gen Y 
can be characterised with technological intensity, 
experimental activities, structured guides, and 
rich feedback, as well as reliance on collective 
experience and peer-to-peer interactions (Carver 
& Cockburn, 2006; Hodgkinson & Percy, 2008; 
Oblinger & Oblinger, 2005). These students are 
often seen as competent users of technologies, 
such as the Internet, laptop and tablet comput-
ers, mobile phones, the PDA, and iPod. While 
their technology skills can be seen as providing 
some advantage in certain domains of study (e.g. 
IT and business analysis), their critical thinking 
and associated information skills are lacking in 
comparison (Weiler, 2005). Gen Y information 
seeking styles are different from those of the 
previous generations and can be characterised 
by a preference for visual media and multimedia 
over text reading, a desire for interactive, sponta-
neous, and experimental hands-on activities over 
lectures, with time saving and specific needs/
tasks being important factors in their informa-
tion seeking (Weiler, 2005). Such students often 
need structured learning and teaching processes 
and show aversion to any ambiguity (Carver & 
Cockburn, 2006; Oblinger & Oblinger, 2005). 
Growing up with the Internet social interactions 
and games, Gen Y develop their abilities in reading 
visual images, inductive discovery (rather than 
being told), switching interests and attentions, 
and responding quickly, as well as, expecting 
rapid responses (Oblinger & Oblinger, 2005). 
The above-mentioned learning styles, informa-
tion seeking styles, and abilities of Gen Y should 
be taken into account in Kolb’s learning cycle 
of experimenting-doing, experiencing-feeling, 
observing-reflecting, and abstracting-thinking 
(Kolb & Kolb, 2005). To facilitate the full cycle 
of experiential learning (Kolb & Kolb, 2005), 
educators need to develop their students’ critical 
thinking and abstraction learning style.
To support the Gen Y students (Rogers, 2002) 
through the full cycle of experiential learning (Kolb 
& Kolb, 2005), a combination of constructivist 
learning, creativity learning, and e-simulations 
of real world problem solving is employed in our 
approach to teaching business analysis (Nguyen & 
Cybulski, 2008). The approach supports the Gen 
Y students’ learning styles through interactions 
with technology, experimental and interactive 
activities with simulated characters (avatars), 
scaffolding classroom activities and structured 
learning processes in lectures, and assignment 
teamwork. The business analysis assignments are 
also designed to be open-ended and to challenge 
the Gen Y students to develop their inductive 
discovery, creativity, and critical thinking.
PLANNING BUSINESS ANALYSIS 
TEACHING WITH E-SIMULATIONS
The above analysis of educational challenges 
motivated us to develop an IS syllabus that would 
appeal to Gen Y students undertaking commerce 
and information systems degrees, on-campus 
and off-campus, and enrolled in a large first year 
Business Information Systems subject of up to 
1,500 students per trimester (i.e. 12 week teach-
ing period). As the management of the subject at 
the time changed to incorporate staff previously 
involved in the successful teaching of a Masters 
level subject in business analysis, and who were 
experienced in the use of e-simulation, amongst 
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many suggested improvements, it was deemed 
appropriate to transfer their experience to the first 
year’s teaching, and incorporate a project with a 
focus on “naïve” business analysis and a possible 
use of e-simulation.
After teaching the subject in the old format 
for one trimester, it was decided to re-design it 
from the ground up and in doing so address the 
following issues: elevated staff workload and staff 
dissatisfaction, leading to high staff turnover in 
teaching the unit; very poor student evaluation 
ratings and feedback; too many overly complex 
assessment components; great effort exerted in 
managing a major assignment and battling errors 
in assignment marking; and high failure rate.
The changes, of course, did not focus primarily 
on the use of e-simulation in the subject teach-
ing - this would be a superficial and ineffective 
subject redesign. Instead, massive changes to the 
subject content, structure and procedures were 
incorporated and were initially met with consider-
able staff resistance. However, as the majority of 
improvements aimed at reducing the complexity 
and workload for staff, as well as making teaching 
more enjoyable, after the first year of teaching a 
stable and well trained group of staff were happy 
to continue their active engagement with all as-
pects of the subject teaching in its new form. As 
can be seen from Table 1, the introduction of the 
e-simulation to the redesigned subject was planned 
to represent only a fraction of the new content 
coverage (see the points in bold and italic where 
the e-simulation impacted on the overall unit ap-
proach). At the same time, however, its addition 
to the teaching and learning repertoire affected 
a large number of curriculum aspects other than 
content (see the points in italic), ranging from the 
project (where it was used as the main vehicle to 
Table 1. Subject improvements (with e-simulation) motivated by needs of staff and Gen Y students 
Staff:
• Teaching the unit must be enjoyable experience 
• Change management and continuity planning 
• Reduce complexity, admin, and preparation 
• Increased communication and staff support 
• Empower all staff to own the subject
• Regular meetings with all staff 
• Trailblazer’s reports from morning classes 
• Online site for problem capture and resolution
• Online help desk (2 hours/week per staff)
• Effective online marking regime (via rubrics)
Lectures:
• Simplicity, simplicity, simplicity 
• Focus on students’ chosen profession 
• Information Systems is about business, not IT 
• Only one hour lecture per week of unit content 
• Additional hours of experiential learning 
• Web 2.0 technologies assisted teaching
Experience lectures:
• Invited talks by industry speakers 
• Invited “reflections” by e-simulation characters
• Technology demonstrations and case studies
• Introduction of research and social topics 
• Large audience discussions and brainstorms 
• Seeking connections (e.g. with sport) 
• Focus on engaging and enjoyable activities 
Tutorials and labs:
• Business case studies and problem solving
• Development of practical skills
• Labs and tutorials parallel project stages
Textbook:
• Textbook is to be pitched at the students’ level 
• Textbook ought to be read, not studied 
• Textbook supports assignment skills development
Online Portal
• Help desk (5 days a week)
• Ad-hoc questions to e-simulation characters
• FAQ, Q&A, Blogs, YouTube, A&V streaming 
• Online self-paced tutes 
Project work:
• Assignment leads the curriculum
• Comparable on- and off-campus experience
• Includes only individual tasks
• Develops business and technical skills
• Focus is on business analysis
• Supported with business e-simulation
• Deliverables staged by level of difficulty
• Trial assignment submission in labs
Review and exam:
• Progressive reviews 
• Weekly, non-assessable quizzes 
• Sale of the Century pre-exam quiz 
• Review walk-through review lecture 
• Case study based multiple-choice exam 
• Sample exam questions discussed in lectures 
• Focus on thinking and problem-solving 
• Manageable size (60 structured questions) 
• Meaningful groups of questions 
• Assignment hurdle quizzes to motivate progress
• Some questions are related to project experience
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support all assignment work), tutorials (which 
mirrored the e-simulation based project deliver-
ables), and lectures (the e-simulation would appear 
to build students’ familiarity with the simulation 
characters, as well as, to be used as break points 
and provide reflections), to online support (e-
simulation characters were role-played by staff to 
answer students online questions via a Help Desk 
on the portal) and the examination (which featured 
questions related to skills and experience gained 
in the process of running the simulation). And 
thus, while the impact of e-simulation was broad, 
it was carefully targeted, intentionally contained, 
and controlled. In the process the e-simulation was 
fully integrated with the rest of the subject cur-
riculum, where various modes of content delivery, 
engagement, and experience supported different 
models of teaching and styles of learning, hence 
resulting in a blended learning environment for 
students (Heinze & Procter, 2004).
In the process of implementing the subject 
changes, staff preparation, supervision and mark-
ing times were reduced to help moderate their 
workload. In view of this, and with greatly en-
hanced team communication, as well as a par-
ticipatory approach to unit management, staff 
satisfaction in teaching the unit was also improved. 
The number of assessment items was reduced to 
one. However the assignment, which consisted 
of several tasks, was structured into a consistent 
suite of deliverables with staged levels of diffi-
culty. These deliverables were designed to 
gradually build students’ skills, alongside their 
confidence, with the use of tools and concepts. 
As multiple team assignments were discontinued 
and replaced by a single individual project, while 
the overall number of submissions to be marked 
increased, the marking effectiveness actually 
improved. First of all, the marking process moved 
online so that it could be monitored by subject 
supervisors, who ran daily statistical reports on 
marking activities, identified differences between 
markers, and acted swiftly to correct any discrep-
ancies between them. Marking also relied on the 
use of a rubric, which simplified assessment deci-
sions and which was trialled by all markers ahead 
of the actual marking, thus reducing errors later 
on. The effort of managing the project by staff 
was also reduced, as teams no longer had to be 
formed and their problems monitored and resolved. 
In this way, students could focus on learning 
personal management techniques (such as time 
management) rather than management of team 
work, which used to cause grievances and inter-
personal problems, proving too difficult to be 
handled by the inexperienced first year students. 
As a result of all these changes, the student failure 
rate was halved, and their subject rating and 
feedback turned largely positive.
While teaching the subject in its new form, 
many educational dogmas, which are still deeply 
established in university settings, were ruthlessly 
broken. For example:
• Lectures are commonly believed to be an 
effective method of transferring knowl-
edge from the lecturer to students. This is 
not so, for as many experienced academics 
argue, lectures are definitely an efficient 
method of knowledge transfer (in terms 
of cost); however, teaching in smaller and 
more interactive groups is far more effec-
tive (in terms of quality). In our approach, 
lectures focus on highlighting important 
learning milestones but overwhelmingly 
we structure our large group teaching to 
motivate our students to undertake the de-
sired independent study of the subject.
• Some academics believe that textbooks 
need to be comprehensive and challeng-
ing for students; no, we believe that learn-
ing will occur when a textbook can be 
quite easily read and enjoyed; also, there 
are many other modern media forms that 
compete with books and are more effective 
in knowledge and experience transfer, e.g. 
simulation and role-playing.
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• Many university administrators expect 
subject coordinators to be managers solely 
responsible for all aspects of the teaching 
of a unit; no, all teaching staff should be 
entrusted with responsibilities and made to 
feel that they own the subject, its materials, 
and processes. Some argue that junior staff 
cannot be trusted to make decisions; no, we 
believe that junior staff have the best un-
derstanding of Gen Y students and so they 
need to be empowered to make decisions.
• It has been asserted that business students 
hate technology; no, we argue that young 
business students are representatives of 
generation Y, and so are masters of novel 
technologies that senior academics could 
only aspire to consider seriously in their 
work.
• It can be assumed that assignments are to 
test knowledge gained in lectures and tu-
torials; no. we believe that assignments 
should facilitate the learning of new 
knowledge, and lectures and tutorials are 
to support this learning process.
The list of assertions and our own viewpoints 
can go further:
• Students learn best from their teachers who 
hold valuable knowledge; no, students 
learn quicker and more by undertaking au-
thentic tasks and experiencing real-world 
phenomena. Consequently, they can rein-
force this learning by interacting with their 
peers.
• Examinations are to test students’ knowl-
edge, no, examinations are to test students’ 
foundational knowledge, but also they 
should be testing their thinking, and should 
reveal the experience they have gained 
during their studies.
We believe that as future professionals working 
in a technologically-rich business environment, 
over time, our first year students will have to 
become not only knowledgeable in their chosen 
business field, but they will also need to become 
effective communicators, independent learners 
of business and technology, as well as, creative 
problem solvers. These three attributes, which are 
commonly expected of all students graduating with 
degrees in Accounting, Finance and Economics, 
Management and Marketing, Information Sys-
tems, or Law, are also at the roots of professional 
skills characterising modern business analysts. 
We believe that all students undertaking our first 
year subject in Business Information Systems 
ought to focus on developing these essential soft 
skills in business analysis rather than exploring 
the formal aspects of business analysis, such 
as business process modelling or requirements 
specification, which are grounded in advanced 
knowledge of business and IS, and are available 
in the later years of study.
While in previous years, the project in Busi-
ness Information Systems involved the modelling 
of a technology solution to a business problem, 
in the new unit offering, the subject has focused 
on understanding the business operation by ana-
lysing business data (using personally available 
technology, such as Excel), seeking evidence of 
problems, and offering recommendations as to 
the solution of these problems with clear support 
from the collected evidence. The change of focus 
was motivated by students’ interests and the lack 
of formal IS skills (such as systems analysis and 
design modelling techniques) in their first year 
of study. Due to the large number of students 
involved in this project and the necessity to cre-
ate a believable business setting for the project, 
an e-simulation was developed to support all 
project-related activities, then this e-simulation 
was embedded in the teaching by blending it 
with the remaining parts of the subject elements 
(Nguyen & Cybulski, 2008). The blended learn-
180
Integrating E-Simulations in Teaching Business Information Systems
ing environment included different aspects of a 
constructivist learning approach to provide formal 
instructions (lectures and downloadable materi-
als), facilitate an interactive exchange between the 
students, and between the students and teachers 
(in tutorials and online forums), and to engage the 
students in solving real world business problems 
(in tutorials, online forums, assignments, and the 
e-simulation). We thus integrated our e-simulation 
into an interactive learning environment, within 
which our students could experience some authen-
tic business analysis tasks, and where students 
could feel comfortable as representatives of Gen 
Y. Students’ professional interests were to be 
satisfied and their competence with technology 
fully recognised. The environment is designed to 
facilitate student learning of relevant knowledge, 
to gain experience transferable to real-life skills, 
and to enable the ability to solve problems and 
to think critically to be developed as a collateral 
artefact of their engagement (Zyda, 2005).
E-SIMULATION DESIGN AND 
BLENDING WITHIN INFORMATION 
SYSTEMS CURRICULUM
An e-simulation, known as Blue Cut Fashion 
‘Store’ (BCFS), was designed as an experiential 
learning environment based on a constructivist 
learning paradigm (Jonassen, Peck, & Wilson, 
1999; Lainema & Makkonen, 2003), where the 
learning process can be described as emergent, 
collaborative, and domain specific (Baer, 1998; 
Plucker & Beghetto, 2004). In BCFS, students 
have to interview three company employees, seek 
knowledge related to the business and technology 
aspects of its operation, determine organisational 
problems and the means of their analysis, and, 
finally, determine requirements for their solution. 
Outside the e-simulation, students need to refine 
their understanding of the problems by posting 
follow-up questions to the simulated characters, 
debate issues with other students online, analyse 
rich data supplied by the company, and finally, 
write recommendations to the satisfaction of the 
company management.
BCFS was one of a series of Blue Cut Fashion 
e-simulations, some of which were created for 
the teaching of undergraduate students enrolled 
internally across all our own university campuses, 
and some for the teaching of our Masters students, 
while others were in turn adopted externally by 
various partner institutions to teach students at 
various levels of knowledge, skill and maturity. All 
such simulations were tailored to support distinct 
student cohorts. Irrespective of the organisational 
settings and the level of teaching, all Blue Cut Fash-
ion simulations used the same business case but 
defined distinct project objectives and deliverables 
depending on the various target audiences. The 
e-simulation characters, dialogues, and business 
documents were also altered to make the potential 
project solutions significantly different (and thus 
avoid plagiarism) in the different settings. The 
most important difference in presenting the Blue 
Cut Fashion e-simulation to students in different 
years of study was to take account of their needs 
versus the needs of teachers monitoring and as-
sessing the project work that depended on the 
simulation case study. This was accommodated 
in the treatment of the e-simulation, which was to 
be viewed by novices as a sophisticated help desk 
to seek advice on the problem area as compared 
to a challenging field trip by the more advanced 
students.
In a typical scenario, the simulation case is first 
explained in a lecture and online, leaving much 
of the detail of the actual problem and possible 
solutions open to the students’ imagination. The 
assignment specification is intentionally designed 
to be minimalist, as we want our students to 
become independent learners and self-sufficient 
professional problem-solvers. In the assignment, 
the students are expected to identify the full scope 
of their projects by engaging and communicating 
with the e-simulation characters.
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These characters are also first introduced in 
lectures (and online) via mini simBlogs (see Figure 
1). The e-simulations are designed to interrupt the 
lecturer, providing students with a much needed 
break from the lecture PowerPoint slides and text-
book style of content, inject an element of humour 
into the presentations, and provide a stimulus for 
a large audience discussion. Therefore, at critical 
points in the lecture presentation, the e-simulation 
characters are designed to appear and reflect on 
the introduced topic using their own circumstance 
of the simulated world, and often challenging the 
human vantage point in the presentation by the 
lecturer. The most important objective of these 
simBlog events is for students to become accus-
tomed to the characters, their look and speech 
patterns, their personality, the projection of their 
personal experience and knowledge, and their 
often unusual views of the world around them. 
A sample simBlog transcript from the lecture on 
hardware and software demonstrates the content 
and the humour of these virtual visits and the 
exchanges the virtual characters have in front of 
the lecturer and students:
John: Jane, I had a really awful thought!
Jane: Tell me more about it!
John: I had this vision that we are not here, but 
that we are just pixels - on the screen!
Jane: …?
John: I imagined that we are split into millions of 
data bits and bytes: some stored on the disk; 
some loaded into RAM; and some cached in 
between the disk and the memory.
Jane: …?
John: Could this really happen? I worry that 
we may not be anywhere in particular; and 
everywhere at the same time!
Jane: I think you need some counselling John.
On some rare occasions, the e-simulated char-
acters also attempt to grab the attention of lecturers 
(well prepared for this), seek their participation in 
the discussion, or utter their not always favourable 
Figure 1. A simBlog with a mini-simulation
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views of the subject chair (who of course designed 
these mini-dialogues).
During various formal interviews with students 
(see Figure 2), e-simulation characters are well 
composed and display a fully professional attitude 
to their interviewers (students). The students can 
opt to conduct a group interview with two busi-
ness representatives of Blue Cut Fashion store 
(CEO and a Sales Manager), who provide them 
with an outline of the business problems and op-
portunities. Alternatively, students can talk with a 
technical person (IT Manager), who provides them 
with hints and guidelines on solving some of the 
problems identified by her business counterparts. 
Students are able to select interview questions 
from a structured (and pre-defined) interview 
plan. They can listen to the answers, take notes 
and follow up with more suitable questions.
During a group interview, an interviewee who 
may not be actively engaged by an interviewer 
can suddenly decide to quit the session. Alterna-
tively, if both interviewees (in a group interview) 
are left to their own devices they can initiate a 
discussion on some unrelated topic or leave the 
interviewing room altogether. Characters would 
often remark on political events, weather, sport, 
and current affairs, which would all require just 
in time script alterations. A fragment of a typical 
dialogue with a member of BCFS technical staff 
(Franca DeLorenzo) is demonstrated in the fol-
lowing transcript (note references to Excel data, 
tables and structures that students need to seek 
for their projects):
Figure 2. Student’s (right) interview with a member of BCFS technical staff (top left)
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Interviewer: Can we talk?
Franca DeLorenzo (when she is available for an 
interview): Sure! Let’s talk about technical 
details of the planned Excel system! I assume 
that you have already spoken with Jane and 
James, and already know the high-level 
business context.
Interviewer:Tell me a few words about yourself.
Franca DeLorenzo: I am Franca De Lorenzo. I 
am in technical support of our shop and its 
equipment. I take care of cash registers and 
computer equipment, software, phone lines, 
and internet connections. On this project, I 
have been asked to advise external contrac-
tors (you of course) on our requirements for 
the Excel analysis of our operation.
[…]
Interviewer: What are the styles of your products?
Franca DeLorenzo: I am not sure. The Blue Cut 
Fashion’s stock table is quite small, so you 
could simply note all stock styles by visually 
inspecting stock records. If we had a larger 
table, we could rely on a filter to isolate 
the style values from the column listing all 
product styles.
Interviewer: How can you determine profitable 
suppliers?
Franca DeLorenzo: This is a hard problem and 
so we cannot provide much help here. We 
seek your advice on the best way of handling 
this problem. I imagine the most profitable 
suppliers are those whose products sell at 
the highest profit to the store. This would 
be a combination of high numbers sold and 
the gross profit generated on each product. 
Consider only the actively used suppliers.
[…]
Interviewer: Aren’t you tired?
Franca DeLorenzo: Hell yes! I just want to go 
home and sleep forever!
Interviewer: Would you like some coffee?
Franca DeLorenzo: Coffee? No thank you. How-
ever, I would not mind a glass of water. It is 
quite hot in here today. Do you know that the 
entire week is likely to be that hot? The heat 
will be unbearable, especially since my office 
is in that environmentally friendly section 
of this new building; no air-conditioning! 
How do you cope on a day like this? If I am 
too hot, I usually go and visit the BCF store 
and keep cool in one of its departments! 
Changing rooms are the coolest. Quite a 
few customers even complained about the 
cold in there!
While designing the BCFS e-simulation envi-
ronment and its interaction with various parts of 
the Business Information Systems curriculum, we 
also developed an alternative view of IS teaching 
and learning, where project-work is supported by 
the e-simulation, which could effectively lead all 
teaching and learning activities of a single subject, 
while remaining only in its seemingly small but 
well controlled part of the unit,.Our view was 
that e-simulations should stimulate independent 
experiential learning. In our view, teaching with 
e-simulations should use different learning and 
teaching styles, be reliant on a variety of as-
sessment regimes, and access multidimensional 
resources across business and technical knowledge 
domains. In such a rich interactive environment, 
collateral learning of professional skills will occur 
(see Figure 3).
In our conception of tertiary education in In-
formation Systems, the most important outcome 
of students’ first encounter with Business Infor-
mation Systems is to become effective commu-
nicators, independent learners of business and 
technology, as well as, creative problem solvers. 
These three fundamental soft skills are clearly 
transferable to any other area of students’ future 
professional careers.
To this end, our use of e-simulation provides 
our students with some hands-on experience in 
professional interviewing, the analysis of quali-
tative and quantitative data, using these data as 
evidence of business operation and its problems, 
making insightful business observations, under-
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taking independent research outside the scope 
of the subject to seek more knowledge and 
understanding, which finally allows students to 
develop their writing of recommendations to the 
company management. The IS project with the 
e-simulation draws in much of the subject’s busi-
ness and technology teaching that takes place in 
lectures, tutorials, and labs, and which is supported 
by various knowledge sources, such as textbooks, 
case studies, and guest lectures, as well as the 
previously mentioned online communication.
Interestingly, our experience in teaching the 
new subject with the e-simulation uncovered 
our previously unjustified fears and personal 
prejudices about educational use of simulation 
technology in practice, which were also abol-
ished in the process. Here are some examples. 
E-simulation experiences are not authentic: not 
so, our students seemed to accept e-simulation 
characters in their role as client substitutes and 
often treated them as if they were real. They 
were also able to pose questions to them on the 
portal as if they were indeed human. Members 
of staff who role-played the characters, engaged 
in such discussions and felt as though they were 
accepted as authentic characters surrounded by 
junior consultants awaiting their knowledge and 
expertise. Again, some of our staff thought that 
students would reject e-simulation scenarios and 
characters due to flaws and inefficiencies in their 
technological delivery (e.g. in their near realistic 
animation and artificially sounding voice synthe-
sis), but unexpectedly under pressure of time and 
task complexity, students seemed to forgive the 
e-simulation for its imperfections and omissions. 
In a similar vein, we were afraid that due to the 
limited selection of questions that could be asked 
and the provision of only a few e-simulation en-
counters, students would judge the e-simulation 
as incomplete. However, again, this was not the 
case. Students accepted this limitation as part of 
an established business practice (preparing an 
interview plan ahead of an interview and short 
interviews by appointment only) and were satis-
Figure 3. Design of IS curriculum with e-simulation in a blended learning environment
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fied with the opportunity of having further con-
versations and enquiry online in front of a larger 
audience (i.e. all students).
E-simulations were not the only method of 
engaging the minds and bodies of the Gen Y stu-
dents in learning Business Information Systems 
(e.g. see Figure 4).
We utilised many other interactive media forms 
from variety of sources to enhance face-to-face 
and online teaching, e.g. we recorded and used 
Flash animations to explain selected issues and 
we adopted YouTube videos to elucidate many 
difficult lecture topics from multiple vantage 
points. We established our presence at numerous 
social network sites, such as Facebook, to promote 
active student communication with staff and 
other students. We sought metaphors of IS concepts 
and compared them to notions drawn from other 
domains. For example, we used elements of sport 
to draw parallels between business/technology 
tensions and alignments, using fencing, weapons, 
and sword fighting to illustrate business com-
petitive behaviours.
With a strong view towards supporting the 
students to learn about technology in business 
and to use technology, we challenged them to 
dare and think independently. We motivated them 
to be creative and above all have fun. Our own 
mission was also formulated to: make learning a 
memorable experience!
While experimenting with the existing teach-
ing formulas we innovated, we created, we broke 
with the established dogmas, and we too enjoyed 
the entire teaching experience.
EVALUATION AND FINDINGS
Designed to be appealing, stimulating, engag-
ing, immersive, guiding, and experiential, e-
simulations can be used as a very effective tool in 
delivering a complex IS curriculum to generation 
Y students. When blended with other aspects 
of learning (Gribbins, Hadidi, Urbaczewski, 
& Vician, 2007), e-simulations can become a 
pivotal force in a rich range of teaching methods 
and learning strategies, as well as an important 
resource in support of classroom, online, and 
self-paced project activities. They can become 
the cross roads of alignment between students’ 
Figure 4. Student engagement via e-sims, YouTube, Facebook and even fencing demos
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abilities, their intended knowledge and skills, 
and the authenticity of experience to be gained 
from the simulated IS projects. However, unless 
carefully monitored, evaluated, and adjusted when 
needed, such e-simulations could also transform 
the planned educational success into a pivot of 
failure.
To cope with the potential risks of using e-
simulations in the context of live educational 
deployment, our BCFS e-simulation project was 
structured around an iterative action research ap-
proach (Baskerville, 1999; Baskerville & Myers, 
2004), in which Blue Cut Fashion Store’s technical 
and educational effectiveness, as well as students’ 
experience in its engagement, were repeatedly 
evaluated at every step of the deployment process. 
An ongoing evaluation, driving many e-simulation 
design decisions, was conducted in weekly staff 
and developers discussions. The main element of 
the action research evaluation, however, included 
online surveys (Edmunds, 2000; Lichtenstein & 
Swatman, 2002), which collected both quantita-
tive and qualitative data. The collected data were 
analysed and evaluated to guide a sequence of 
changes on improving students learning experi-
ence in using the BCFS e-simulation.
The simulation was fully developed and im-
proved in three separate phases. In the first phase, a 
BCFS pilot study took place with the participation 
of 70 students (end of 2008). A review of the pilot 
was conducted by the development team, teaching 
staff, and the university network engineers. Based 
on this review, an improved version of the BCFS 
e-simulation was developed and subsequently de-
ployed for full-scale teaching with 1504 students 
in trimester T1, 2009. After a formal evaluation 
of student experiences, the simulation and its 
blended environment were altered and again ap-
plied in teaching with a much smaller group of 
182 students in trimester T3, 2009. The process 
ended with a formal evaluation, used as a final 
validation of the previous findings. Since that 
time, the BCFS e-simulation is in continuing use 
in teaching across several educational institutions.
The following sections present our account 
of insights gained from this process of phased 
deployment of the BCFS e-simulation and its 
iterative evaluation. However, as the pilot study 
was not subjected to students’ rigorous evaluation, 
its results are not reported here.
Learning Skills and Gaining 
Competency: Trimester T1
As mentioned before, after the trimester T1, 
2009, the students enrolled in Business Informa-
tion Systems were invited to participate in an 
evaluative survey. The survey instrument (see the 
Appendix at the end of this chapter) included 37 
closed-ended as well as open-ended questions to 
allow students to evaluate the usefulness of the 
e-simulation application in assisting their business 
analysis project. A survey invitation was sent to 
1504 students and 439 responses were received; 
among them 285 complete responses were re-
ceived making a 29% response rate.
The quantitative data show that the students 
learned to acquire competency in terms of knowl-
edge and skills across different areas of compe-
tency (see Table 2, which includes data collected 
in both trimesters T1 and T3. A great majority of 
students perceived BCFS as creating opportunities 
to practice business analysis skills (with 85.71% 
holding positive views in T1, which increased to 
91.67% in T3).
Students also recognised the BCFS’s potential 
in providing them with skills useful in dealing 
with business and technological complexity (75% 
in both T1 and T3). They considered these skills 
to be difficult to master in a workplace situation 
(66.96% in T1 and 68.18% in T3). Finally, they 
acknowledged the positive role of the BCFS in 
building their own confidence in their evolving 
skills and growing capabilities as business analysts 
(66.96% in T1 and 77.27% in T3).
In the students’ assessment, they gained new 
knowledge and skill sets in several professional 
areas, ranging from business to technology. Table 
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3 gives a sample of students’ reflections, classi-
fied into three categories, i.e. Business, Business 
Analysis (BA) in an Information Systems (IS) 
Context, and Technology.
Some comments show students’ reflective 
learning even in the absence of any significant 
complexity of learnt topics. For example, one 
student wrote: “I learnt more about excel than I 
did about system analysis skills”. This student 
explained this through his/her assertion that BCFS 
provided only “a snapshot and any business would 
not make important decisions based on this (snap 
shot) data”.
Table 2. Students’ reflections on knowledge and skills gained in different areas of competency 
Questions Strongly 
Agree
Agree Positive
Blue Cut Fashion provided an opportunity to practise the kinds of learning 
(e.g. data analysis, observation and making recommendations) expected in 
the unit.
T1 34.17% 51.54% 85.71%
T3 29.17% 62.50% 91.67%
Blue Cut Fashion helped me learn business analysis skills because the sce-
narios helped me understand how complex situations unfold.
T1 22.97% 52.38% 75.35%
T3 12.50% 62.50% 75.00%
Blue Cut Fashion was a valuable way of learning concepts and skills that 
would be difficult to experience in a real work place.
T1 20.47% 46.49% 66.96%
T3 18.18% 50.00% 68.18%
Blue Cut Fashion helped me develop confidence in my present capabilities in 
the area.
T1 20.47% 46.49% 66.96%
T3 13.64% 63.64% 77.27%
Table 3. Students’ reflections on aspects of business and technology 
Business BA in IS Context Technology
• (Blue Cut Fashion gives me) Insight into 
the operations behind common businesses. 
• It (Blue Cut Fashion) helped me to have 
better understanding on how to manage the 
product and the stock in various shop that 
the company have and it will helped me in 
the future life. (sic)
• It (Blue Cut Fashion) really let me know 
how to improve the business and if I run 
my own business I will also use what I 
learn from the class 
• Seeing a business where you can study a 
number of different aspects of it helps to 
draw conclusions and make reflections that 
can then be used to look at any number of 
businesses. 
• Helped to look deeper into the problems 
…. look at sales … tie sales to stock levels 
and deliveries etc. 
• It make me understanding on how to 
manage supplier, product and the stock 
itself (sic)
• It made me focus on the ‘business’ side of 
it, made me see that Business info systems 
is about business and not IT (although, IT 
sometimes drives Info systems).
• Blue Cut Fashion enabled me to become 
aware of how some business’ use excel to 
analyse data. (sic)
• Blue cut fashions helped me analyse the 
business process quite simply it provided me 
with a chance to find a useful and meaning-
ful way to interpret data. 
• Blue Cut Fashion stimulated how a real 
workplace could record data and in this way 
i could analyse and work out better ways to 
do things. (sic)
• It was helpful in the areas of business 
analysis and use of excel 
• Assignment combined BOTH excel skills 
and business analysis skills. 
• It taught me the value of making detailed 
recommendations. 
• Lots of subjects require analysis skills. 
• It helped in learning how to delve deeper 
into the analysis portion of business informa-
tion systems.
• Understanding how to use data to effec-
tively table results and recommendations. 
• How to manage well about the database. 
• Provides an opportunity to examine real 
life business operations, thus improving 
systems analysis skills. 
• (Blue Cut Fashion) helped learn the way 
data is used to make decisions in the busi-
ness and also how to make use of simple 
calculations to make such important and 
huge decisions in business day to day ac-
tivities from using the different formulas 
it allowed me to see what needed to be 
improved and allowed me to see the areas 
that I need to make sure are not getting 
left out…(sic)
• Yes. It provided a great task in working 
with computers and excel. 
• How to use excel effectively to analyse 
business statistics.
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In addition to skill competency, the collected 
qualitative data also revealed that the students per-
ceived BCFS as useful in other areas of learning, 
such as problem solving and creative thinking.
One student noted the breadth of BCFS simu-
lation as involving “problem solving, decision 
making, self learning, writing and presentation 
skills”, whereas another student noted the depth 
of learning: “The sims provided an in depth 
realistic perspective on how to think about prob-
lems and analyse them”. The students’ reflective 
thinking can also be found in notes such as: “It 
provided a guide to analysing the business, but 
not an exact answer” and “Yes, because it helps 
you to understand and think about reasons for 
any incorrect data that may appear and reasons 
for it”. It was interesting to find many students 
commenting on their sense of the imperfections 
of the real world. By listening to e-simulation 
characters and examining the Excel sheets these 
characters pointed them to, many students came 
to a realisation that the real world is full of flaws 
and mistakes: “They got many information and 
some mistakes in the worksheet.” (sic) Such a 
reflection reveals students’ critical thinking skills. 
Interestingly, some students showed how BCFS 
facilitated their creative thinking. For example, 
“because the information delivered to us seemed 
authentic enough for us to relate in a real life 
situation. We are able to think ‘outside the box’”. 
(sic) Another student made a further suggestion 
on the line of creative thinking: “that there is no 
right nor wrong way of doing certain questions, 
in the sense that your mind is able to wonder”. 
The connection between flexibility, problem solv-
ing, and creative thinking was also valued by the 
students. For example, “(BCFS offers) flexibility 
to be creative in the approach” and “allows you 
to make mistakes and work through them. It also 
gives you an idea of what you may face in the fu-
ture and the ways you may go about fixing them”.
Gaining Real Experiences: 
Trimester T1
BCFS was designed to simulate a real world 
problem situation with a view to facilitating the 
students’ experiential learning. In this regard, the 
result was again positive. Almost 83% (82.94%) 
of the respondents believed that the Blue Cut 
fashion was authentic for the purpose of learning 
systems analysis skills.
Many students compared and related the 
simulated BCFS to the real word, in their words:
• (BCFS) was authentic in the background 
information presented.
• Yes it is realistic in the sense not all infor-
mation is given and therefore requires in-
vestigation and assumptions.
• It relates very well to real-life businesses, 
thus being authentic and easily related to 
the real business world.
• It relates to a real scenario - a retail shop 
though the data would not be as complex 
as larger or medium businesses.
• I believe it is authentic in that it represents 
a real life business and day to day activi-
ties a similar business would experience in 
reality.
Others explicitly remarked on the value of the 
BCFS authenticity:
• If that is what you want to do in your ca-
reer, Blue Cut was a good indication of 
what your job would entail.
• It has the feel of a real situation one might 
come across once they start their career.
• The sims are a brilliant way of bringing the 
assessment to life and making it seem like 
you really are in the scenario suggested for 
the assignment.
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• Thought it was a great way to learn. Was 
challenging yet so rewarding.
• It is good to have a realistic data figures to 
work with.
A student suggested that simulating a real 
business in university teaching should be a norm. 
However, he/she did not differentiate between 
computerised /virtual and role-played face-to-face 
business simulations; “I find simulated learning 
a norm in university level learning and Blue Cut 
fashion functions as a conventional platform for 
students to simulate working in a real company.” 
This also shows an attitude from students that to 
“simulate working in a real company”, is an ex-
pectation and even a demand of Gen Y students.
Many students were relieved that the e-simula-
tion protected them from exposure to risks in the 
work environment, or while handling real world 
data. For example, they remarked:
• (BCFS) relates to real scenarios and give 
the opportunity to experience an ‘inter-
view’ without any risk.
• there is no risk of making fatal mistakes be-
cause it is not actually a real life scenario.
• (BCFS can be seen as) an environment 
where you may be unsure of what to do. It 
helps to build confidence.
We also found expressions of feelings that con-
firmed our belief that an e-simulation can provide 
young students with a safe learning environment, 
e.g. “Blue Cut Fashion provides a non-threatening 
(e.g. low risk) way of learning work-related reali-
ties” while enabling them to explore the solution 
space, e.g. “opportunity to demonstrate clearly 
what I think I can do”.
Other students found value in obtaining per-
sonal insights about the professional world and 
the role of the business analyst in business. For 
example:
• From the use of Blue Cut Fashion simula-
tion, I learned a lot from business’ analysis 
point of view. Even though what I dream of 
to be is not exactly to be an analyst, how-
ever this is a good practice.
• It helped me realise that Business infor-
mation systems is more concerned with 
helping business people make informed 
decisions about their organisation and its 
structure. At first I thought the assignment 
was going to be IT based, but I soon re-
alised that we use IT components as tools 
to assist us in our business decisions. 
Thanks Blue Cut Fashions.
Some students, however, disagreed about the 
usefulness of the e-simulation. One student ex-
pected an unexpected business case to facilitate 
his/her learning and was somewhat disappointed 
that, “Blue cut fashions seems very similar to regu-
lar clothes stores with common stock, deliveries 
and sales calculations which are all essential in 
recording the business performance.” In contrast, 
another student found useful learning “because 
it relates to a real business and by doing the as-
signment, I was able to get a taste of an analysis 
of a real business.”
Blue Cut Fashion Store 
E-Simulation and Gen Y 
Characteristics in Learning
The following survey questions demonstrate how 
BCFS was perceived and received by Gen Y stu-
dents (see Table 4, which includes data collected 
in both trimesters T1 and T3).
The data reveals students’ apparent preference 
for rich interactive multimedia, such as that used 
in BCFS. Around 70% of the respondents agreed 
or strongly agreed that the BCFS assisted them 
to understand and assess their own abilities better 
than traditional media forms, such as print. 
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Similarly, almost two thirds of all students re-
ported that the e-simulation was responsible for 
sustaining their interest in the project (and the 
subject) throughout the trimester.
The following examples from the students’ 
comments show the students’ orientation and 
inclination toward interactive multimedia and 
their preference over printed materials (with some 
grammar and language expression corrected):
• It was an interactive way to learn and 
therefore made it more interesting, lifelike 
and fun.
• It allows receiving information in a more 
interactive way, rather than just reading 
from paper.
• It was interactive and non-text.
• It gave context to an assignment otherwise 
perceived as unrelated.
• Blue cut fashion was a fun and interactive 
way of engaging in a topic.
• It is a practical application; learning 
is better achieved this way, and is more 
interactive
• …an interesting and interactive 
assignment.
• Good for assessment and more interactive 
than other assignments.
• (What I enjoyed a lot is) Sims characters.
Interestingly, over 80% of students agreed or 
strongly agreed that the e-simulation was flex-
ible in addressing their personal learning pace, 
as well as the convenience of time and place of 
learning. This can also be seen from qualitative 
data, for example: “we are able to work at our 
own pace”, “You can access it in your own time 
and review all elements as necessary”, and “You 
can do it whenever you like, and it’s not as in your 
face as a physical interaction can be (especially 
for shy people)”.
While students’ preferences for interactivity 
and enjoyment in learning, along with some flex-
ibility of learning styles may be found in genera-
tions of students prior to Gen Y, the literature has 
identified them as strong characteristics of the 
Gen Y learners (Choy & Delahaye, 2007). The 
collected data, nevertheless, indicated that in the 
view of surveyed students, BCFS satisfactorily 
addressed these expectations.
Validation of the Initial 
Findings: Trimester T3
The BCFS e-simulation and the associated blended 
teaching approach was repeated in trimester T3 for 
the subject with a smaller group of 182 students, 
comprised largely of international students. A dif-
ferent teaching team was involved; however, an 
active knowledge transfer was coordinated within 
Table 4. Students’ perception of e-simulation value 
Questions Strongly 
Agree
Agree Positive
Blue Cut Fashion provides the simulated workplace conditions to measure my 
abilities more accurately than traditional approaches such as print can do.
T1 19.10% 53.13% 72.24%
T3 27.27% 59.09% 86.36%
Blue Cut Fashion allows me to provide a more complete picture of my abilities 
than traditional methods such as print.
T1 19.70% 49.85% 69.55%
T3 22.73% 63.64% 86.36%
Blue Cut Fashion sustained my interest throughout. T1 17.07% 45.99% 63.07%
T3 18.18% 50.00% 68.18%
Blue Cut Fashion allowed me to learn at my own pace, in my own time and place. T1 29.97% 50.17% 80.14%
T3 27.27% 45.45% 72.73%
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the team thanks to a senior staff member, the 
BCFS champion, who this time was not involved 
in teaching and interacting with the students. At 
the end of the trimester T3, all 182 students were 
invited to participate in the evaluation survey. 
Only 21 responses were received making only 
a 16% response rate. This was because of the 
nature of the trimester run over the summer when 
international students often leave the country for 
a holiday before the commencement of a main-
stream trimester T1. Findings from the analysis of 
T3 data strongly confirm the findings associated 
with teaching in the previous trimester T1.
Quantitative data analysis confirmed the 
findings from the previous trimester T1 with a 
large proportion of Strongly Agree and Agree re-
sponses. The total positive responses were similar 
or higher than the previous corresponding ones 
(see Table 2 and Table 4, T3 component). Due to 
fewer responses received, fewer comments were 
registered regarding different areas of learning. 
Still, the students’ responses indicated that they 
appreciated learning multiple knowledge areas and 
gaining significant skill sets. It was noticeable that 
the students of this cohort were inclined to com-
ment more about technical skills they received, 
and in particular Excel skills. It was interesting 
that while appreciative of their growing technical 
prowess, some students could foresee the emerging 
connection between these skills and their busi-
ness knowledge thanks to BCFS e-simulation. 
In answering questions about the value of BCFS, 
some of them commented: “(BCFS) definitely 
was beneficial in understanding business analysis 
and using excel.” and “(Valuable learning from 
using BCFS was the) use of different techniques in 
analysing different areas of business.” One such 
technique could have been interview and elicita-
tion skills: “(BCFS) was useful to understand 
some of the best skills is to ask questions.” (sic)
With regard to problem solving and creative 
thinking, one student commented: “Blue Cut 
Fashion aided my studies in allowing me to inves-
tigate means of obtaining a result. By providing 
some guide lines and then allowing the students 
to figure out the most part it seemed an essential 
tool in creative thinking to solve a problem.” This 
comment clearly explained the student’s reflection 
upon his/her learning and meta-cognitive skills 
of investigating the means of getting a solution, 
figuring out how to do it, and creative thinking 
in doing so.
Similar to the students in the previous offer-
ing of the subject, a clear majority of this cohort 
of students (77.27% compared to 82.94% in the 
previous trimester) responded positively to the 
question of whether BCFS was authentic for the 
purpose of learning systems analysis skills. The 
students’ appreciation of the authenticity of BCFS 
can be found in their comments, for example: 
“(BCFS) emphasised a typical business and what 
they go through” and “(BCFS) allowed me to see 
textbook ideas working in real life situations”. 
Interestingly, one student commented on how dif-
ficult it could be in obtaining relevant information 
in a real world situation and related it to BCFS: 
“(BCFS) was important and authentic in my view 
because the employer knows what they are hoping 
to retrieve from the information supplied and it is 
up to the employee to provide that information.”
The T1 and T3 students shared their satisfac-
tion that within a simulated real world, they could 
work in a risk-free environment exploring the 
BCFS problem space, for example “(there) has 
been a learning curve using an example, and we 
were able to make a mistake and learn from it, 
without the pressure of making a real mistake in 
the real world which could possible lead to a very 
bad end!” or “(BCFS) prepares you for the actual 
experience it allows you to test your knowledge and 
receive feedback on mistakes etc, rather than mak-
ing these initial errors in an actual workplace.” 
Another student wrote: “valued the ability to be 
able to ask them questions and confirm queries at 
any given point.” Such comments, again, confirm 
our belief that for young learners, a simulated real 
world would balance the real world experience 
and the need for a safe environment to learn and 
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explore ideas. Furthermore, the usefulness of 
BCFS in simulating the business analyst’s role 
is also confirmed by this cohort of students. For 
example: “great way to teach students the real 
world requirements and questions they may be 
faced with in their chosen careers”.
A clear majority of positive responses (Agree 
and Strongly Agree) confirmed the findings from 
the previous offering of the subject with BCFS. The 
data collected in T3 (see Table 4, T3 component) 
provides evidence that the Gen Y students in this 
cohort positively responded to the virtual aspects 
of the BCFS e-simulation and that they strongly 
maintained their preference for interactive mul-
timedia over traditional texts. Such a preference 
can be identified in comments such as: “It was 
a nice change from just text book reading and 
provided a ‘slightly’ more real feel to the assign-
ment compared with normal” and “the ability to 
use outside resources other than typical reading 
material was useful.” Another student remarked on 
his/her familiarity with technology and saw this as 
his/her advantage in using BCFS in the subject: “I 
have experienced both in a simulated experience 
there is less pressure put on you to come up with 
results.” All such comments together with the 
high proportion of positive responses indicated 
that the e-simulation, in general, was seen as a 
form of interactive multimedia that is eminently 
appropriate for Gen Y students.
A clear majority of students agreed or strongly 
agreed (72.73% combined) on the flexibility of 
BCFS in allowing students to learn at their own 
pace, time, and place. This proportion, however, 
slightly dropped from the 80.14% received in the 
previous trimester.
A small number of negative comments were 
noted in relation to the students’ perception of the 
e-simulation’s realism. Some students observed 
that BCFS was not able to provide them with real 
interaction with business people nor allow them 
access to a real business project. As discussed 
earlier, there are two issues in providing a real 
business case in business analysis education. 
First, it is difficult to involve real commercial 
projects in running a large subject due to resources 
constraints (time and cost) and unreasonable risk. 
Second, such comments at any rate were few, and 
far outweighed by student comments that praised 
BCFS as a safe environment for them to learn, 
such as “mistakes are forgiven”, “no pressure 
if things go wrong”, and “our mistakes are not 
detrimental to our job”. In the future, in order to 
provide the simulated case giving a more authentic 
impression, we can include video multimedia il-
lustrating real business cases in a similar situation 
to the simulated case.
CONCLUSION
Experiential e-simulations can be used very effec-
tively in the teaching and learning of Information 
Systems. One avenue for application of such an 
e-simulation is in supporting business analysis 
projects that otherwise may be inaccessible for 
first-year students. Interactivity and engagement 
of e-simulation, and their full immersion in 
blended learning environments makes learning 
of business analysis tasks attractive to generation 
Y students. E-simulated activities allow teachers 
to be in control of educational outcomes, and at 
the same time, provide students with real world 
practical experience in the safety of an educational 
setting. As e-simulation in blended learning creates 
significant complexity for technology developers 
and educational designers, special care should 
be taken in deploying the innovative approach 
in live education. Staged implementation and 
iterative evaluation of technical and educational 
outcomes should occur following the cycles of 
action research. Using data collection methods like 
online surveys and focus groups, quantitative and 
qualitative data can be collected from the staff and 
students and analysed to evaluate and guide a se-
quence of curriculum and technology changes with 
a view to arriving at an optimum support model 
for students and teachers using the e-simulations. 
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The findings resulting from the reported study of 
the Blue Cut Fashion (Store) e-simulation used in 
teaching of over 2000 students, over the period of 
over 1 year and three cycles of action research, 
reveal that e-simulations are especially useful in 
higher education to accommodate the learning 
styles of generation Y students, including stimu-
lating their interest and creative thinking, and in 
meeting industry expectations of IS graduates’ 
ability to fulfil professional roles.
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APPENDIX
Blue Cut Fashion: Store’ — STUDENT SURVEY
1. Course Name: 2. Year Level:
3. Campus: 4. Off-Campus: YES / NO
5. Age: 6. Gender: F / M
(For this type of question tick your response to each statement in ONE of the 7 shaded boxes)
1 ‘Blue Cut Fashion’ brought to life abstract topics and helped me to relate them to the practice of 
business analysis.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
2 ‘Blue Cut Fashion’ provided access to experiences that I may not otherwise have had in a univer-
sity context.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
3 ‘Blue Cut Fashion’ helped me learn business analysis skills because the scenarios helped me under-
stand how complex situations unfold.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
4 ‘Blue Cut Fashion’ provided an opportunity to practise the kinds of learning (e.g. data analysis, 
observation and making recommendations) expected in the unit.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
5 ‘Blue Cut Fashion’ opened up new opportunities for diverse feedback about how well I learned 
what the unit was designed to teach.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
6 ‘Blue Cut Fashion’ was a valuable way of learning concepts and skills that would be difficult to 
experience in a real workplace.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
7 While I was using ‘Blue Cut Fashion’, it provided a method for me to reflect on the quality of my 
performance.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
8 ‘Blue Cut Fashion’ helped me develop confidence in my present capabilities in the area. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
9 I expect my learning from ‘Blue Cut Fashion’ to be useful later in an actual workplace. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
10 When used in assessment, ‘Blue Cut Fashion’ provides reliable evidence of the kinds of learning 
needed for assessment purposes.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
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11 When used in assessment, ‘Blue Cut Fashion’ provides the simulated workplace conditions to mea-
sure my abilities more accurately than traditional approaches such as print.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
12 When used in assessment, ‘Blue Cut Fashion’ allowed me to provide a more complete picture of 
my abilities than methods such as print.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
13 Overall, ‘Blue Cut Fashion’ helped me achieve the learning results expected in the unit. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
14 Using ‘Blue Cut Fashion’ has led me to reflect more on the actual role of a business analyst. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
15 Using ‘Blue Cut Fashion’ has led me to reflect on my readiness for the professional role of busi-
ness analyst.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
16 ‘Blue Cut Fashion’ broadened my thinking about the actual practice of business information 
systems.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
17 Describe any valuable learning from ‘Blue Cut Fashion’.
18 For learning systems analysis skills, do you think ‘Blue Cut Fashion’ is ‘authentic’ in important 
ways?
YES
NO
Please explain your response:
19 Was ‘Blue Cut Fashion’ valuable in helping you to learn important things for assessment? YES
NO
Please explain your response:
20 Do you support using ‘Blue Cut Fashion’ for assessment purposes? YES
NO
Please explain your response:
21 ‘Blue Cut Fashion’ is well integrated into the unit as a whole. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
22 ‘Blue Cut Fashion’ could be used as a stand-alone resource for independent learning. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
23 Through communications in class or online, were there adequate opportunities for you to prepare 
for using ‘Blue Cut Fashion’?
YES
NO
Please explain your response:
24 Through communications in class or online, were there adequate opportunities for you to review and 
discuss ‘Blue Cut Fashion’?
YES
NO
Please explain your response:
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25 Could ‘Blue Cut Fashion’ be used for other learning purposes? YES
NO
Please explain your response:
26 ‘Blue Cut Fashion’ was only one of many learning approaches you may have experienced in the unit. Which of the fol-
lowing approaches were used in conjunction with ‘Blue Cut Fashion’? 
Check the boxes for the approaches you experienced.
Study guide prac-
tice examples
Study guide exer-
cises
Guided readings
Case studies In text questions Face-to-face lectures
Face-to-face tuto-
rial discussions
Streamed lectures 
(iLecture)
Quizzes in the learning man-
agement system (DSO)
Forum discussions 
online
Class role plays Practical field work
27 ‘Blue Cut Fashion’ allowed me to learn flexibly.
(e.g. at my own pace, in my own time and at my chosen place)
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
28 ‘Blue Cut Fashion’ sustained my interest throughout. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
29 I was positively engaged in the experiences provided in ‘Blue Cut Fashion’. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
30 My motivation to do assessment tasks increased due to the experience with ‘Blue Cut Fashion’. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
31 ‘Blue Cut Fashion’ provides a non-threatening (e.g. low risk) way of learning work-related reali-
ties.
Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
32 ‘Blue Cut Fashion’ provides the opportunity to demonstrate clearly what I think I can do. Not Applicable
Don’t Know
Strongly Agree Agree Neither Disagree Strongly Disagree
33 ‘Blue Cut Fashion’ is hyper-real. That is, a variety of elements are incorporated in the one setting that would not otherwise 
be possible to experience. What element of this do you value?
34 What are the practical benefits of engaging in a simulated experience, rather than having the actual experience in the 
physical world?
35 Should e-simulations be created for use in other units of the course? YES
NO
36 Would you recommend ‘Blue Cut Fashion’ to other students? YES
NO
37 What personal observations of ‘Blue Cut Fashion’ would you like to provide?
